This paper presents a workshop organized in conjunction with DIMEA2008 with focus on ludic and aesthetic aspects of Pervasive Awareness Systems. The workshop aims at bringing together different perspectives on the topic and challenge mainstream assumptions underlying the design of these systems. The workshop combines presentations and hands-on activities with the aim to promote interactivity and creativity.
INTRODUCTION
Awareness systems can be defined as systems whose purpose is to help connected individuals or groups to maintain a peripheral awareness of the activities and the situation of each other, e.g., their well-being, their availability for interactions, or an overview of their activities. Research in awareness systems has grown quite significantly in the last 15 years. (See e.g. [1] for an overview of awareness research in the field of Computer Supported Cooperative Work (CSCW)). Such research has examined awareness systems at work, at home and on the move and has provided explorations from a design perspective, several working realizations of such systems, and reports on the experiences of their use.
While the first awareness systems were mostly concentrating on work situations and awareness needed to perform shared tasks, see e.g. [2, 3] , lately more attention has been given to awareness systems aiming at promoting the feeling of well being and connectedness [4, 5] . Applications like Messenger, Skype, Facebook, to mention only a few, are currently widely used by people not only to perform common tasks, but also to stay in touch and to help the members of distributed social networks to feel connected.
The great potential of these systems can be better realized with a seamless integration into everyday activities and offering interaction modalities that make them accessible to everybody. Only in this way this technology will succeed to connect families and communities independently by age and technological skills. Awareness information must be provided effortlessly and stay at the periphery of attention. The supporting systems must be as unobtrusive as possible and easy to integrate into everyday practices. Not surprisingly a number of researchers have started investigating the usage of innovative interaction modalities to reach these objectives and different pervasive awareness applications have been suggested, e.g. [6] [7] [8] [9] . We refer to these systems as Pervasive Awareness Systems (PAS), i.e. systems that use ambient or mobile devices for collecting or presenting awareness information, possibly in the context of an AMI environment. The devices that are used to collect and present information are sensor (or actuator) types of artifacts that capture (or display) information about the context of activities within a home, in a semi-autonomous manner.
Pervasive Awareness Systems are still in their infancy and there are a number of issues to be explored. As for pervasive applications in general, there is a need to understand how these systems can integrate into the spaces inhabited by their users, as calm technology [10] . In PAS this integration might be particularly challenging because of the nature of the collected and presented information. In this context, issues such as privacy, information overload, and different expectations from users must be addressed carefully. We believe that to address these challenges, there is a need to look at ludic and aesthetic aspects of PAS. This might be useful to design interaction modalities that are more pleasant and therefore promote system usage. We also believe that art and games might help to identify risks connected to PAS, identifying possible "dark scenarios". A number of artists have been active in the last years in challenging the vision of pervasive computing. We believe that these provocations are essential to design pervasive systems that successfully fulfill the needs of their users, rejecting the oversimplified and unproblematic perspective promoted by some technologists. This workshop aims at bringing together artists, designers, architects and technologists to discuss PAS from different perspectives.
WORKSHOP TOPICS
The aim of the workshop is to increase the potential of awareness systems as a driver for connecting people, in a rich set of pervasive awareness scenario by focusing on ludic, creative, and aesthetic aspects. Some of the questions that we intend to address include, but are not limited to:
• How can we create Aesthetic, Creative, and Ludic experiences through mediated communication?
• Can art help to design pervasive awareness systems that better integrates into people's everyday life through novel interfaces?
• How can we design pervasive awareness systems that are aesthetically pleasant and/or fun to use?
• In which scenario types are artistic, aesthetic, or ludic aspects more important?
• Can art challenge mainstream assumptions on this type of systems? Which are the assumptions that can be challenged? (For example, awareness research has pointed out that it is important that this type of awareness is provided effortlessly and stay at the periphery of attention. This claim can be challenged by artistic or lucid applications that may specifically aim to be intrusive).
• Can artistic provocation in the context of PAS be used as a way to address unforeseen system requirements?
• Can we leverage on ludic and aesthetic aspects of pervasive awareness applications to promote system adoption and appropriation?
WORKSHOP CONTEXT
The workshop is organized within the context of the ASTRA project. The aim of the project it to define a framework for supporting the design of PAS intended to support social relationships. The framework consists of:
• A theory to guide the design and the evaluation of pervasive awareness systems for supporting social communication
•
Supporting technology (service oriented architecture, suites of tools and software mechanisms that support end users and communities to appropriate Pervasive Awareness applications)
In particular, ASTRA does not aim at designing point solutions, but to provide users with suites of end-user tools enabling them to design applications that satisfy their specific wishes or needs. Some of these end-user tools will be displayed during the workshop for creation of PAS, in an effort to address different issues identified by the workshop participants.
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